Breaking the Ice 


A roleplaying game of intimate differences 


Go on a Date Tonight! 


Breaking the Ice is a two player role-playing game. 
Play a pair of characters going out on their first three dates. 


Explore what it's like to fumble through those first impressions, feel the spark of 
attraction and discover common ground that will (hopefully) bring your 


characters together. 


And do this from a slightly different viewpoint than your own... 





Your character will be unlike you and like the other player in some way. For example: 


If you are... You may play someone who is.... 
e aguy e = 6agal 
e straight e bi 
e latino e caucasian 
e 4#4><0I2 e a boot-scooter 


Collaborate on telling the other side of the story! 
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1.)Character Creation 
1.1) Player Attributes 


First, find another player you could possibly go on a date with, but who is different from you in some way. 


Examples of differences are: 


e gender e age 
e sexual orientation e politics 
e = ethnicity e social group 


Fill in the gender and age of the other player under those attributes for your character on your Character Sheet. If 
you don't differ in gender, talk about your other attributes, find differences and decide together which one to pick. 
Choose a difference that sounds fun to explore and that you both feel comfortable discussing. 


For example, June asks Mortimer to play. June is a bi female punk. Mortimer is a straight male square. They differ 
in gender, so June will write "male" under gender on her sheet. Mortimer will write "female". 


Player Nare: June. 





Character Narre: Geowge Spivens 
Gender: Male Age: 35 
Other Difference: 

Favorite Color: 


If June had asked Mortimer's friend Jenny (who also identifies as square) to play, Jenny and June respectively could 
have written "punk" and "square" on their character sheets where it says "Other Difference". 








Player Narre: Jenny 

Character Nare: Chanere 

Gender: fimale Age: 25 
Other Difference: social group: punk 


Favorite Color: green. 





Other Character’s Atiractionto _Charlene_: 
oooagoadoagcaoanad 


You may choose a name now, or wait until later. Whenever a name is chosen, write it on the character sheet in two 
places: 1) on the line labeled "Character Name", and 2) on the blank following the words "Other Character's 
Attraction to". 


1.2) Favorite Color 

This is where the creative process really begins. Each player chooses their character’s favorite color. Write this color 
on the appropriate blank on the character sheet. Also write it in the middle of the blank box and put a circle around 
it. You will collaborate with the other player to create a word web from this color that can inspire what your 
characters will be like. 


For one character at a time, take turns free associating words from the color. The character's player should begin. 
Alternate writing down words that the color, or another word, makes you think of. For each word added draw a line 
from the word that inspired it to the new word. Add 12 words in total (six by each player). An example follows: 


Mediate Argue 


Anger 
Passion 


Mars 
Planet" 
Light 


Martial Feather 


a 
Raven Flight 
Arts 
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1.3) Creating Traits 


Looking at the word web around the color, think of what these words might mean about your character. Are there 
other words they bring to mind? Write them down in the box too. Share your ideas with the other player. If you find 
connections between the two characters, include them in your brainstorming. From these words and ideas, start 
creating traits to write on your character sheet. 


Traits are short statements about the character that are fairly specific. For example the trait “friendly” is too general. 
“Friendly to strangers” would be fine, or “Seems friendly at first, but is quite reserved”. Have each trait you create 
have a description or modifier. What distinguishes your character from any other person who has this trait?) What 
makes it uniquely his or hers? 


Examples: 
~Drives fast but carefully ~Works for the EPA as a health inspector 
~Lives in parent’s house to save money for college ~Skydives to cure her fear of heights 


Create 4 to 6 traits. Write at least one in each category: Work, Play, Self. 


As you discuss your characters, give each other feedback and suggestions. You may receive up to three Re-Rolls for 
accepting suggestions for traits. Put a star by each trait suggested by the other player that you adopt, or modify based 
on the suggestion. Erase or cross out the star when you use the Re-Roll later in play. 


1.4) Choosing a Conflict 


Now to give your character life. After traits have been chosen and you have some sense of your character as a 
person, take turns asking each other: What is problematic for your character about going on this date? Your answer 
is the character’s Conflict. This conflict can be internal or external, about their own self or the other character. 
Discuss it with the other player and allow yourselves to be open to changing it until you find a conflict that is 
interesting to both of you. Write this on the character sheet in the appropriate blank. 


Examples: 
~Has never had sex. ~Has a jealous ex. 
~Dated the other character's older brother. ~Is in the closet. 


The conflict you choose will be a theme throughout the game. Choose something that inspires you or that makes 
your hair stand up on end, in a good way. Try to pick something juicy that you and the other player find believable 
and compelling. Or at least, fun. 


1.5) Establishing Guidelines 


This game can cross some sensitive territory. It is important for both players to know where the boundaries are for 
eachother and have a united sense of how the events will be approached. The better you know someone, the easier it 
may be to establish these things. Having a common language to talk about level of disclosure and desired tone may 
help. Here are some suggestions of ways to establish guidelines: 


"Ratings" 

Discuss your game as though it was going to be a movie. Pick a rating (G through XXX) that you are both 
comfortable with portraying. The rating could encompass explicitness of sexual content as well as the gravity of 
issues raised. 


"Genre" 

Again, looking at your game as though it were a film, decide on the genre the story you'll create together might fall 
into. Will it be a romantic comedy like When Harry Met Sally or My Big Fat Greek Wedding? Or a romance with an 
edge like Intolerable Cruelty? Or a dramatic romance like The Notebook or Cold Mountain? Or an exploration of 
real life issues like If these Walls Could Talk? You're not limited to traditional romantic genres either, from Anime 
to Action films, most stories have a make or break love story at their heart. Find your characters and see what story 
wants to be told. 
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2.) Playing the Game 


2.1) Going on a Date 


As the game begins, the characters have agreed to go on a date. 


One player may nominate their character to have asked the other out, and they will take the first turn. (If no one 
volunteers, together choose the character that seems most likely to have done so, or let the person who suggested 
playing the game go first.) That character's player should choose the activity for the first date (dinner is always 
good), and have the other player choose the location as their character. You may record this information if desired. 


A date may involve several different activities and locations. Have characters suggest things to do as part of your 
turn, and incorporate the activity into your Attraction Roll. Dates end when they come to a natural close based on 
the characters’ interactions. The game is over at the end of the third Date. 


In every turn each player will do the following things: 


a) Set the scene: Describe where the characters are. 

b) Tell how time has passed: Describe action that shows that events have progressed, for example, if they are going 
out to dinner say “And as the waiter brings the food...” 

c) Make an Attraction Roll: Your character will do or say something that they hope will make the other character 
become more attracted to them. If they are successful, their Attraction level will increase. See below. 


2.2) Making an Attraction Roll 


The Attraction Roll is the heart of the game. 


At the start of play, look at the line on the character sheet that says 
"Other Character's Attraction to :" Fill in your character's name at this time if it has not been done 
already. 


This line is followed by 10 boxes. Each character should begin play with one box filled in. This indicates that the 
other character feels at least one level of attraction for your character. This is your character's Attraction Level. In 
each turn, the number of boxes marked will be the base number of dice you may roll to try to increase the other 
character's attraction for you. If you are successful, you will mark off another box on your own character's sheet. 


To make an attraction roll: 
1) Say what your character will do to try to impress the other character. 
2) Relate this action to one of the traits on your character sheet. This allows you to roll a number of dice equal to 
your character's Attraction Level. 
3) Add up to four Bonus Dice (see section 2.2a) 
4) Roll dice. 5) Count all 5's and 6's rolled as Successes. 
e If 3-4 successes, increase your character's Attraction Level by 1. 
e If 5-6 successes, increase Attraction by 1, and Create a Compatibility (see section 2.4) 
6)If 0-2 successes, you may make Re-Rolls (see section 2.2b) up to the number of failing dice. 


NOTE: Once per turn each, you may use your Conflict and your Compatibilities. See these sections 2.3 and 2.4 
below, for more info. 


Once you have rolled as many dice as you can, determine the final outcome, narrate the results and your turn will 


end. Collaborate to narrate the outcome. For successful outcomes, the other player should say how their character 
expresses their increased attraction. For failed outcomes decide together what embarrassment may ensue. 
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2.2a) Bonus Dice 
Before you roll your Attraction Dice, the other player may award you up to four Bonus Dice for the following 
actions: 

e =Narrating an action that is particularly true to life or that they judge to be creative. 

e Playing the events out in character with the other player. 

e = Involving another trait. 

e Narrating how a Setting Element (another character, a setting, an object etc.) may contribute to the 

character’s attempt to look attractive. 
e Taking a suggestion from the other player. 


Write down all new traits created during this process. Add them to the appropriate area on the character sheet. Write 
everything down, the more the better. 


IMPORTANT NOTE: the other player may reduce your pool of dice by 1 die for an action you narrate that 
they judge to be not true to life or to be excessively stereotyped. 


Once the final number of dice has been determined, roll them all together. Determine success or failure as described 
in Making an Attraction Roll (section 2.2). 


2.2b) Re-Rolls 


If your Attraction Roll is Unsuccessful (ie you roll 0-2 successes), you may make Re-Rolls. 


The other player may award you Re-Rolls for narrating things that put your character at a disadvantage. You may 
make a number of Re-Rolls equal to the number of Attraction and Bonus dice that came up as failures in your initial 
Attraction Roll. Compatibility dice may be re-rolled. Conflict dice may not. 


New Traits and information about the character should be recorded on the character sheet. 


Re-Roll dice may be awarded for the following: 
e Creating a new trait, or invoking an old one, and describing how it puts your character out either in relation 
to the situation, or as it develops the background of the character. 
e §=©Narrating how a setting element (other characters, props, locations) may trip up your character or make it 
look bad. 
e Taking a suggestion from the other player. 


Re-Rolls may be made one at a time but you must keep track of how many have been made. You may keep narrating 
and making them until you have rolled a number of dice equal to the failing dice in your original roll. Success levels 
and outcomes are the same as for Attraction Rolls. See section 2.2. 


2.3) Invoking Conflicts 


Once per turn, you may invoke your conflict. This may be done at any time and allows you to roll an additional 3 
dice above and beyond all mentioned limits. However, to do so you must narrate how that conflict affects your 
characters’ actions or the events in play. 


Describe to the other player how the conflict is emerging. It may surface in something the character feels, thinks, 
says or does. It may take the form of a character arriving on the scene--an ex-boyfriend or rival--who raises the ante 
for the character and puts them on the spot. Again, in order to gain the dice, the other player must be satisfied with 
the way the conflict has been invoked in the situation or the character's life. They make suggestions too. However, 
though you discuss it with the other player, their character need not be aware of it. 


Conflict dice may be rolled at any time (once per turn). However, they may not count toward possible Re-Rolls 
even if rolled during that part of your turn. 
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2.4) Making and Using Compatibilities 
When you roll 5-6 successes during an Attraction Roll, you may create a Compatibility as well as raising your 
Attraction Level. 


To create a Compatibility, take an activity, experience or shared interest that has been expressed in your turn and 
write it down on both character sheets on one of the lines in the Compatibility area. This may now be used by 
either player during their turn. 


To use a Compatibility, you may invoke it as you would any other trait for a Bonus Die or Re-Roll. When you do so, 
the other player must narrate something their character does, says, thinks or responds to that will contribute toward 
your character's efforts. This gives you a second die to roll. If this die is rolled as a bonus die, it may count towards 
your Re-Rolls. 


Each Compatibility may only be used once per turn, but any number of Compatibilities may be used in any given 
turn. 


3.) Endings and Resolutions 


The Final Date 

The third date is your characters’ last opportunity to wrap up any outstanding doubts or questions that may have 
arisen about their relationship. As players, decide what is at stake, what may keep them apart and put it on the line in 
your narration. 


Happily Ever After? 
After the date is over, count how many compatibilities you have created. Based on this number describe what 
happens to the characters after the game: 


If 0, they part, badly. 
If 1-3, they stay together, sadly. 
If 4-6. Outcomes good. Without a doubt. Describe happy endings! 


Let me not to the marriage of true minds 

Admit impediments. Love is not love 

Which alters when it alteration finds, 

Or bends with the remover to remove: 

O no! it is an ever-fixed mark 

That looks on tempests and is never shaken; 

It is the star to every wandering bark, 

Whose worth's unknown, although his height be taken. 
Love's not Time's fool, though rosy lips and cheeks 
Within his bending sickle's compass come: 

Love alters not with his brief hours and weeks, 

But bears it out even to the edge of doom. 

If this be error and upon me proved, 

I never writ, nor no man ever loved. 


-- William Shakespeare 
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